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Abstract: Wearables is a novel area in education, products and production. This cross-domain field is
interesting from a teaching point of view. Students must learn and succeed in different areas such as
jewellery design, programming and prototyping. In this paper we present our planning and teaching of
Wearables classes since 2014. The paper reveals some failures which we have learned from. However, the
focus of the paper is on the success of wearables teaching. We reveal our recipe to teach this very versatile,
novel and challenging subject. The spark we get from teaching wearables derives from its multidisciplinary
qualities. Wearables does not necessarily fit any established domain, yet it has touchpoints in many. We
have a mix of students from Jewellery Design and Computer Science in our classes. However, in this
intersection lie many vital domains as jewellery, fashion, crafts, design, programming and electronics.
Students with knowledge from these different domains worked in teams in our Wearables classes. In
addition to having learned about their own domains, the students learned about user involvement in the
design process, prototyping and pitching the concept.
Keywords: wearables; jewellery design; multidisciplinary teaching; intrinsic and extrinsic motivation;
prototyping

1 Introduction
In this paper we explain our experiences in teaching wearables at Copenhagen School of Design and Technology (KEA),
Denmark, since 2014. We also explain how teaching a class became the Wearables Lab, and to elaborate on our
teaching methods, we illustrate our experiences with company collaboration cases which we applied in the classes.
Wearables is a novel multi-domain field which incorporates electronics embedded into objects worn on the body.
They can be anything from jewellery to clothing. The term wearables derive from wearable technologies. On
investigation of the semantics of the word technology, we found a definition of technology as anything man-made
which helps humans in reaching their goals in everyday life. With this definition, any tool represents a piece of
technology. If we match this term with wearability and body, we could claim that wearable technologies include wellestablished product categories such as glasses, watches, pocket watches, clothing and portable compasses. However,
within the past few years, the term wearables have become established as specifically meaning electronics embedded
in what we wear. Examples of products on the wearables market include fitness trackers, headsets and smart
This work is licensed under a Creative Commons Attribution-NonCommercial-Share Alike 4.0
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watches. Scholars have defined wearables in many ways. For example, Wallace (2007) discusses digital jewellery,
Carpenter (2018) mentions smart meaningful jewellery devices, and also wearable health technology has been
developed and discussed by many scholars, among them Møller (Møller, 2018). Koulidou studies (2018) digital
jewellery augmenting intimacy, whereas Ahde (2008) discusses enhancing friendships or altering physical spaces with
wearables (Ahde, 2009). Wearables can also be considered as extensions of the human body (Ugur, 2013). According
to Ugur (2013), we can find a possible future for wearables as virtual extensions and implanted extensions, in addition
to what wearables are now. Ugur (2013) argues that wearables can provide embodied emotional communication and
that the physical limits of the human body have become more abstract with the incorporation of technology.
As currently most products on the wearables market have distinct gadgety design aesthetics, one aim of the
Wearables class has been to encourage students to broaden the design space in this field. In our programme, we
believe wearables design could have connotations closer to jewellery and fashion, as there are fundamental
similarities between the electronics and jewellery domains. Both deal with extreme detailing, high precision, size
constraints and precious conductive metals. Consequently, combining these similarities with wearability and the body
seems apt. We have conducted four Wearables classes since 2014. The classes had slightly different settings with a lot
of similarities. All Wearables classes discussed in this paper were taught at KEA. Most classes were taught to a mix of
students from two domains, Jewellery, Technology and Business (JTB) and Computer Science (CS). In our opinion and
experience, mixing students from different disciplines provides a good basis for innovative designs. However, teaching
multidisciplinary classes can be challenging.

2 Background
While being unique, the JTB programme at KEA runs parallel to education in jewellery provided by other institutions.
Historically in Scandinavia, a jewellers’ education was an apprenticeship complying with the apprentice-journeymanmaster system. Later, traditional crafts or fine arts schools began providing jewellery education. Following this
tradition of vocational education, some institutions started to offer curricula in jewellery as part of fashion education.
This tradition is still dominant. Our programme was established at KEA in 2013 as a full-time study and has three main
focus areas, jewellery design, technology and business. We are pioneers in providing jewellery education with this
combination of subjects, as especially business did not previously play any large role in jewellery education. We
distinct ourselves in combining all three main domains needed for succeeding in this field.
Considering the impact of new generations of younger and more tech-savvy jewellery wearers, and the potentials of
near-term technological innovation, wearables cannot be disregarded as a future domain within the jewellery field. As
an educational institution it is vital to anticipate this development and provide the students with skills matching the
needs of the future labour market.

2.1 Wearables Teaching
We have been developing the Wearables class since 2014. The first three Wearable Technology classes in 2014-2016
were interdisciplinary collaborations in teams with a combination of JTB students and students from CS. The classes
were the last module of 4th semester (15 ECTS points) and obligatory for the JTB students, but an elective module for
the CS students. Wearables was the only class the JTB students had in these modules. In 2017 we did not teach the
Wearable Technologies class due to curriculum development. We organised the class again in 2018 with alterations.
This time taught at the 6th semester, the class was still obligatory, but took a full semester and was only for jewellery
students. In teams, the students had a technical tutor, who was a professional helping them with practical electronics
issues.
All classes culminated in a Jewellery of Tomorrow event arranged by the students themselves introducing their
concepts to the public and the media. The 2015-2018 classes took place in collaboration with private companies. In
2015, the students collaborated with the Finnish extreme sports wearables brand, Suunto, in 2016, with the Danish
high-tech development company, DELTA, and in 2018, with the Russian classical jewellery brand, Sokolov.
In the Wearables classes the teaching has been focused on the design process. In our experience, learning how to
manage the design process itself has a greater impact on student learning than reaching for the perfect outcome of
the product. In many cases students learn more from failure than from success. In our teaching approach, failure is
seen partly as a success, as prototyping and iteration are important in the process of learning as well as in designing. It
is a core aim to encourage the students to make use of iterative techniques – and if they fail to recognise
opportunities for iteration, we guide them. In our Wearables classes we emphasize motivation, empathy, and
multidisciplinary group work.
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Figure 1. Student projects. Illumisense 2014, Suunto Recapture 2015, First Bond 2016, Auris 2018.

2.2 The Setting
Our teaching developed over the course of the classes. However, there are some similarities in all the classes, and
teaching aspects that worked well were not changed: First, learning by doing was the main driver for the students to
learn about electronics. Second, the wearables industry is developing so fast that teachers and students were learning
at the same time. Collaboratively, we were all building new knowledge together. The new knowledge did not only flow
from teacher to students but was generated on parallel levels. So, we have all been creating something special and
new in the class.
Table 1. Content and outcome of the Wearable Technologies classes.
Class

Topic of the
class

Learning Goals

New areas in
teaching

2014
4th sem
10
weeks

The evolution
of Interactive
Jewellery

To learn how to run and handle an
interdisciplinary project.
To learn iterative design process (az).
To learn to understand users and
find their unrevealed needs.
Innovate.
From idea to promotion.
Two learn to combine jewellery and
technology.
To learn to produce and pitch a
concept with a prototype.

The iterative
design process
was introduced
for the first time
to the students.
User
involvement in
the design
process. Using
electronics in
jewellery.

2015
4th sem
10
weeks

New magical
jewellery
concepts for
the new target
group.

To learn interdisciplinary
teamwork.
To learn to combine jewellery and
technology.
To understand a possible future of
jewellery.
To learn to produce and pitch a
concept with a prototype.

2016
4th sem
10
weeks

Meaningful
jewellery
devices
without
displays.

To learn interdisciplinary
teamwork.
To learn to combine jewellery and
technology.
To understand a possible future of
jewellery.
To learn to produce and pitch a
concept with a prototype.

3D printing in
plastic and wax
as well as using
precision
welding
technology as
part of
prototyping and
production.
Using
electronics in
jewellery.
Using
electronics in
jewellery.

3

Design
competition
rewards
No competition

Outcomes of the class

Working on high-end
prototype of the
design solution, Log
Book (study diary) and
Presentation
Catalogue.

Products from
Suunto for the
winning team.

Working on high-end
prototype of the
design solution, Log
Book (study diary) and
Presentation
Catalogue.

Consultation
time with
IdemoLab,
DELTA, to get
the project into
commercial
business.

Working on high-end
prototype of the
design solution, Log
Book (study diary) and
Presentation
Catalogue.
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2018
6th sem
16
weeks

Everyday You wearables for
the tech savvy
woman.

To learn to work with a specialist
from another field.
Two learn to combine jewellery and
technology.
To understand a possible future of
jewellery.
To practice iteration through design
thinking.
To learn to produce and pitch a
concept with a digital prototype.

Video in
pitching.
Using
electronics in
jewellery.
Working with
tutors in
electronics.

Possible future
development
with Sokolov.

Working on high-end
prototype of the
design solution, Log
Book (study diary) and
Presentation
Catalogue.

Although the Wearables classes were successful, it was no smooth journey. In the wearables field we imagine
products and product categories that do not yet exist on the market or, in some cases, not even conceptually.
Teaching, learning, and indeed understanding something in a constant flow of change has been a challenge, for the
teachers as well as the students. We managed to succeed in this by following the Design Thinking process (Brown,
2011). Since we were very open to failure, we learned a lot together with the students.

2.3 Introduction to wearables class
To create a development of learning for the JTB students we began wearable technology as a one-day introduction
class in 2015. This formed part of the students’ Basic Materials course on their first semester. The students were given
a brief history of wearables together with an introduction to electronic sketching with LittleBits or IdemoBits. By
introducing wearables on the first semester the aim is to make the students ready to use electronics in their designs
already before their main wearable technology class. This early introduction made it easier to motivate the students
th
th
about the subject again on their 4 or 6 semester. Between their first semester and their own upcoming Wearable
Technology class they watched the older students’ success with the Jewellery of Tomorrow event and the
accompanying media exposure, which helped build anticipation.
The aim of our wearables teaching is to make the students view the products as pieces of jewellery rather than
gadgets. This approach had an impact on the whole class from its planning to its execution. Typically, wearables are
produced of plastics and silicone. In our class, however, we experimented with precious metals and other traditional
jewellery materials. We also encouraged the use of traditional motifs, ornamentation, design, jewellery and body
placement in the wearables design. Hence, we combined traditional jewellery with electronic components, to merge
the jewellery into wearables.

Figure 2. First semester students’ prototypes from introduction classes 2016 and 2018.
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On the one-day course on the first semester, the students fashioned a playful jewellery prototype with LED lights.
They shared this on Facebook. Sharing their results on the social media created additional motivation. In many cases
they did not only share the results with the class’ Facebook group but also with their friends. They were quite willing
to expose their achievements in public. The playfulness of the experimental prototypes created in the introduction
class is key for the students to get curious and interested in continuing in the field. The students used the prototypes
to frame and discover possibilities in a new design space (Lim, Stolterman & Tenenberg, 2008).

3 Intrinsic Motivation vs Extrinsic Motivation
In this chapter, we illustrate pedagogical theories’ ideas for motivation and our application of them. First, we discuss
intrinsic and extrinsic motivation, next, how the students’ various disciplinary backgrounds influenced their learning as
part of their motivation. The discussion about intrinsic and extrinsic motivation follows Ryan and Deci’s approach
(2000). Our experiences with the learning and motivation by students with various disciplinary backgrounds have been
illuminated by Christiansen and Olsen (2006). In adherence with Prince and Felder (2006), we take the autonomy of
our studies into consideration in the discourse of motivation and versatility of students’ disciplinary backgrounds.

3.1 Why and How to Motivate Students?
According to Ryan Deci, two types of motivation can be identified: intrinsic motivation and extrinsic motivation (2000).
Intrinsic motivation refers to students wanting to do and accomplish something simply out of enjoyment, whereas
extrinsic motivation refers to the motivation from desirable outcomes (financial gain, status, etc.). The process and
the enjoyment of it are main factors in intrinsic motivation, and noticeable outcomes, like degree or grades, are the
main factors in extrinsic motivation. Intrinsic motivation supports autonomy in the students' own work. In this
orientation, too many or too strict rules are not recommended, and the ownership of the project should lie with the
students. They may feel pressured in accomplishing the project, but they also feel much more rewarded afterwards
when having succeeded.

3.1.1 Intrinsic Motivation
Curiosity, positive experiences, exploration, having fun and playfulness are the thriving forces when intrinsically
motivated students are to tackle challenges (Ryan & Deci, 2000). However, this behaviour doesn’t naturally arise in
connection with every challenge the students have during their education. Therefore, we strive to create intrinsic
motivation in the class. Sometimes, we see true extrinsic motivation with regard to topics the students find less
interesting. In these cases, students participate in class just to get the needed ECTS points to be admitted to the
semester exams. However, students can shift from extrinsic into intrinsic orientation. This can happen during a class
when they gradually understand the relevance of the topic.
According to Ryan and Deci (2000), the task sometimes summons up the intrinsic motivation. In these cases, the
student finds the task so interesting that the personal need for success makes the student enjoy tackling the
assignment and solving the problem. Sometimes the satisfaction gained from doing the task drives the student’s
motivation towards the intrinsic. So, according to Ryan and Deci (2000), the task must be either interesting enough to
the students or their commitment to solve the task strong enough. However, the students’ focus lies on satisfying an
innate psychological need to be motivated intrinsically (Ryan & Deci, 2000). In our study, we mixed these two
approaches, satisfying the innate psychological needs and designing interesting tasks for students on the right level.
This, quite often, requires tasks that are a little beyond their level of knowledge and ability to ensue. In our
experience, tasks that are too easy may be boring to accomplish, and tasks that are too difficult will keep the students
in the extrinsic orientation. So, it is important to find the middle way.

3.1.2 Case Suunto
Overall, the Wearables classes were beyond the basic knowledge level and were therefore not too easy for our
students. In the 2015 class we collaborated with Suunto, a company producing high-end wearable extreme sports
devices. Their current customer base was men doing extreme sports, but they wanted to investigate magical everyday
concepts and products for the average woman. This shift in target groups, together with working with an inspiring
company and having a novel subject of wearables triggered the students’ intrinsic motivation. The project also
involved all three domains of the programme: designing jewellery, doing brand research to create concepts for a new
target group and producing prototypes with craft skills and 3D technologies.
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3.1.3 Case Sokolov
Another example is the 2018 class collaboration with Sokolov, a Russian jewellery company looking for opportunities
in the wearables market. They wanted concepts and products for women using technology in their everyday life. For
their final presentations of Sokolov, all groups produced 1) a functional, but large, rough prototype, 2) a nonfunctional prototype in true size and materials, and 3) complete branding and storytelling material.

Figure 3. Team Auris built their design idea on hearing aids. They redesigned the function and looked for women needing to control
sound in their everyday life. (Winner of the 2018 project).
th

On their 6 semester, the students have just returned from their internship period, and have already started
specialising in the direction they want to go, so some of our students did not have much motivation to design
wearables. For some groups, the burden of working with electronics and programming posed too great a challenge,
restricting them in their approach to brainstorming and prototyping. Other groups were demoralised after their first
encounters with the target group, who didn't seem to want any more technology gadgets, and became focused on the
negative aspects of technology, thus demotivating themselves in the design process. Their negative outlook made it
difficult for them to work with their technical tutor, and they were less open to learn about technology. However,
several groups’ motivation grew towards designing wearables after they had had talks with the tutors and been on a
field trip to Technological Institute of Denmark, where they experimented with electronic prototyping and got
feedback from experts.
The project was most successful for the students with intrinsic motivation, who got along with the way their expert
taught them electronics. It was especially successful for those who based their idea on already existing technology.
Building on existing technology made them freer in their brainstorming and prototyping, which motivated them to
experiment with all aspects of ideation and wearables.

3.1.4 Autonomy vs. Control
We have been keen on applying discovery learning in teaching (Prince & Felder, 2006). In this approach, students get a
problem to solve and they work independently to find suitable solutions. According to our experience this is the most
suitable approach when students work with iterative processes. As Prince & Felder emphasize: “In the purest form of
this method, teachers set the problems and provide feedback on the students efforts but do not direct or guide those
efforts.” (Prince & Felder, 2006, p. 89). The main add-on for Prince and Felder’s approach is that in teaching wearables
the tasks, i.e. design challenges, are developed in collaboration with the company. Thus, it is not just the school
providing the design challenge.
In many cases, the projects are also done in a competitive setting and the collaborating company will reward the
winning team. The involvement of an actual professional network inspires students to perform with higher ambition.
6
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Also, the competitive setting encourages team members to collaborate, resulting in more independent teams. All this
enables the discovery teaching. Students are ready to work with getting feedback in coherent teams and they strive to
discover. According to our experience with wearables teaching, teams compete in their ability for discovery.
Ryan and Deci (2000) discuss autonomy versus control in the learning process. They argue that overly controlled
students lose their initiative to learn, especially in complex, conceptual and creative assignments. They also consider
the greater intrinsic motivation, curiosity and desire for higher education: the challenge appearing when students
have autonomy in their work (Ryan & Deci, 2000). We have found it a very gratifying approach to give the autonomy
of the progress to the students in these complex, very conceptually creative classes. Likewise, the students have
expressed their enjoyment of the autonomy given to them in the class.
The greatest benefit of the autonomy approach in teaching is that the feedback the students get is truly personal for
each team, and they can also receive support in the issues they are tackling at each stage when they occur.
Nevertheless, it is best for this approach that the teacher can provide direct constructive feedback. The teacher can
also express curiosity towards each project without harming the other teams. If a team needs further challenges or
assistance, the teacher can adjust their level of expectation. We use this to push the students to break their own
boundaries. As students also learn from each other’s feedback, they have common presentation days of the progress
for the entire class. During these sessions, each team gets feedback from the teacher and from the rest of the
students in the class. On the last presentation day, they get feedback from a company representative. These
presentation days work as touch down points for the whole structure of the classes.

3.2 Design Thinking
The Design Thinking process is a six-phase iterative design process where user involvement plays an important role
(Brown, 2011). The first three phases are learning phases and the last three phases are the designing phases.
th

th

Each wearables project on the 4 and 6 semesters is based on the human-centred design process and substantial
user studies to find the unmet needs of the users. This is an interesting part of the learning since the students are
often tackling products and product categories that are completely new to the users who may have no previous
experience with the type of solutions that the students are creating. Therefore, user involvement is crucial throughout
the entire process. Each project starts with understanding the users and ends with testing the prototypes with the
th
users. In the 4 semester classes we introduced Design Probes (Mattelmäki, 2006), where the students send tasks to
chosen focus group members to complete individually and send back to the students. Already familiar with Design
th
Probes, the 6 semester students were introduced to Say, Do and Make tool sessions (Sanders & Stappers, 2013)
where the students use focus groups as co-designers. Both methods were implemented in the early stages of their
prototyping.

Figure 4. Testing the idea with electronic sketching in 2018.

We start the wearables classes with explaining what wearables and electronics are, and then we introduce the Design
Brief which is formulated together with the company we collaborate with. The students start with user observation
and research. When they have ideas of concepts early, they start electronic sketching with LittleBits or IdemoBits
which they later use for testing their ideas with the users. The sketching and testing phases are iterated with quick
7
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prototypes and user testing until the students find the right solution. In the last phase, they produce the final design
and present a prototype together with supporting materials, such as presentation catalogues and displays.
We have learned that once students have a tangible idea of the concept, they should start sketching it. We encourage
electronic sketching instead of prototyping in the early phases, since we have experienced that the sooner the
students have an even semi-functional sketch of the idea they are testing, the better results they get. Having a
functioning model also makes it easier for the students to explain their idea to their research participants and for the
team to discuss and develop the concept further. This is especially important in a field where the focus is on
innovative and novel product categories. The more concrete the presentation of the idea is, the easier it is to progress
for the students. Since the way we teach wearables follows the Design Thinking process, most of the teaching is
guidance and feedback. The students themselves have the responsibility of conducting relevant background research
and delivering the results. This approach to teaching emphasizes the importance of student autonomy. Consequently,
the more project autonomy the team has, the better are their chances of success.

3.3 User Research within Teaching Wearables
We have learned that it is not useful to ask the potential users what kind of wearables they would like to have in the
future. The students posed this question in the 2018 class and found that there was no need for wearables. The users
felt that they were already too busy with their existing technology (mainly SoMe on smartphone). We see that asking
such a straight question raises a paradox. Users are likely to get confused and in denial because they cannot imagine a
need for something they do not yet know about.
Instead of asking what kind of wearables people would like to have in the future, we should focus on observing their
need in a holistic view and analyse the findings with technology and wearables in mind. Also, we have learned that it is
particularly important to believe in the designer’s instinct and start the production of electronic sketches of the ideas
as soon as possible (Cross, 1982). With tangible presentations of the concepts we can go back to the users and ask
how they would see themselves interacting with such a new idea, technology, or piece of wearables. We used this
approach in the first classes, but in 2018 we expected that wearables would already be familiar enough as a product
for the students to conduct more straight forward user inquiries. However, we learned that the users did not yet
possess the readiness.
Table 2. Implemented Design Thinking tools and motivation results of the Wearable Technologies classes.
Class
2014
4th sem
(10 weeks)

Topic of the Class
Evolution of Interactive Jewellery

Design Thinking
- Observations
- Probe Kits
- Experimental and developmental
prototyping – both digital and analogue.

2015
4th sem (10
weeks)

New magical jewellery concepts for
new target group. (Suunto)

- Observations
- Probe Kits
- Provocative, experimental and
developmental prototyping – both
electronic and analogue.

2016
4th sem (10
weeks)

Meaningful jewellery devices
without displays. (DELTA)

- Observations
- Probe Kits
- Provocative, experimental and
developmental prototyping – both
digital and analogue.
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Motivation
Intrinsic:
- Discovering a new market where they can
use their existing knowledge.
- Playful and experimental aspects of
electronic prototyping.
- Interdisciplinary collaborations
Extrinsic:
Obligatory course
ECTS points
Intrinsic:
- Discovering a new market where they can
use their existing knowledge.
- Playful and experimental aspects of
electronic prototyping.
- Interdisciplinary collaborations
- Competition
Extrinsic:
Obligatory course
ECTS points
Intrinsic:
- Discovering a new market where they can
use their existing knowledge.
- Playful and experimental aspects of
electronic prototyping.
- Interdisciplinary collaborations
- Competition
Extrinsic:
Obligatory course
ECTS points

Teaching Wearables
2018
6th sem (16
weeks)

Everyday You - wearables for the
tech savvy woman. (Sokolov)

- Observation
- Say, Do, Make Tools
- Provocative, experimental and
developmental prototyping – both
digital and analogue.

Intrinsic:
- Discovering a new market where they can
use their existing knowledge.
- Playful and experimental aspects of
electronic prototyping.
- Support from, and lectures by
technological tutors.
- Feedback from digital experts.
- Competition
Extrinsic:
Obligatory course
ECTS points
Obligatory to write an article about
wearables.

4 Analysis
Our experience is that Bachelor level students are quite mature and independent learners. However, there is a need
for a clear structure and instructions from the educators. We have learned that the more mixed the student group is,
the more innovative results they can achieve, given a suitably challenging problem. When everyone in the team is
outside their comfort zone, they can perform on a level where no-one is afraid of failure, and success to innovate is
the only option. This requires a lot of guidance and support from the teacher.
A cross-domain collaboration can provide vast opportunities for both students and teachers as all parties can learn
from each other. They do not only gain actual skills and professional knowledge, but also benefit from the experience
of different styles of learning and teaching, as well as learning from each other’s working routines and practices. We
can create a fruitful base for innovation with teams of students on different backgrounds, skills, and knowledge. Also,
according to our experience, better results can be expected when the students have the surroundings to work and
contribute equally.
There are differences in the readiness of the students in the different domains (JTB and CS). The differences within the
student groups should be taken into consideration when planning and running close collaboration with students with
different learning styles and backgrounds. Due to the cross-domain issues faced in the three first classes we decided
to try a new setting. In the 2018 class we provided a tutor with knowledge of electronics for each group. These experts
were teachers and assistants from other domains at our school. They took the responsibility to help the groups find
the possibilities of the electronics, and they helped building the electronics part in their final prototypes. The
extrinsically motivated teams with low interest in wearables and electronics had some difficulties in communicating
with their expert, as they had a different view of wearables. It worked better for the intrinsically motivated teams,
who were excited about the wearables project, and they were able to communicate well with their expert. However,
the next class will again be planned for cross-domain student groups, as this creates valuable learning for all the
students.

5 Conclusion
The main purpose of teaching wearables is to provide the students with readiness to succeed in the wearables field,
which is expected to employ 1.5 million people (in the US) within the next few years (Adecco, 2016). This will also
change the prospects of future job descriptions, both within jewellery and fashion. This is one of the fastest growing
technology markets right now. With wearables teaching we are acting on the future demand on the labour market.
We established a Wearables Lab after the first three years of pilot classes in wearables teaching. We wanted to
provide the students with opportunities and easier access to applying knowledge of how to produce and implement
wearables. The 2018 class was provided by the lab.
We have learned to learn in situations, and to learn from the students when teaching wearables. Consequently, for us
teaching is not only giving and sharing knowledge, but also receiving knowledge and insight. It is also about
experimenting with electronic sketches quickly, so both students and users can grasp the vast possibilities of the
wearable technology. It has been a great learning process to manage and develop the classes over the years. The
classes were somewhat similar, but pedagogically they were built differently. We tested different teaching styles and
settings and took the learning further. We ascertained that motivation is a key factor when students are learning
about wearables, regardless of the programme they are studying or their background. The main learning however, has
9
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been for us to understand that this constantly evolving domain will require continuous learning for teachers as well as
for students. Teachers obtain fruitful learning together with the students when exploring new opportunities.
Acknowledgements: We are very grateful for all the students having learned about wearables at KEA
Jewellery, technology and business 2014-2018. They taught us how to teach.
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